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Please read this instruction booklet to ensure proper handling of your new game, 
and then save the booklet for future reference. 
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IT’S A BAD SCENE 


ROBOCOP is back, in old Detroit... 


where De ave gone Tom bad to worse. The cops a 
won S whole burg going bankrupt — forc 
| ( soupl le yee ( 

els. Can you say the \ word “апа rel 
But the greate St Urea 0 Fall is 5 the new and ¢ 
“Nuke )n jl 
baror 
deadly 


But this time out, you'll face m : 6 
and hazards. You'll find that e met y а nr ys than one. 
i w ROBOCOP расій ре -ROBOCOP 2 
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CONTROLLER OPERATION 


Controller 1 — Co 


for 1- and 2-player games 


Pad 


A 
button 
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button 


ntro 





Controller 2 — 
for 2-player games. 
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SELECT START 


Control Pad 


Move Ga 


Move ROBOCOP 
Game Cursor Left 


ROBOCOP Kneels/ Move Game Cursor Down 


button button 


me Cursor Up 


Move ROBOCOP; 
Game Cursor Right 





ROBOCOP 2 Controls 

Because of ROBOCOP's massive weight, he can't stop on а dime. S 
to master the technique of controlling his inertia whe 

especially on wet and slippery surfaces 

B button — Fire weapon | 

punch/c jet-propulsion ZAY% 

when R Pisona 

platform 


A button — Jump. 


SELECT button — Changes options indicated by the Game Cursor. 


START button — Start/pause/restart game 





GETTING STARTED 
lo start ROBOCOP 2 — 


1) Make sure that your Nintendo Entertainment System is 


2) Insert the ROBOCOP 2 Game Pak into the sy 


the POWER button on the front of the system 
r, with a menu of play options 





THE MAIN 


Use the Control 
change an optio 
TART. Select th 


ONTINUE. This 
е level you we 
п have to go 
ther game facto 
yver at the begin 


HI-SCORE. Selec 
to return to the ^ 
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( 
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MENU 


Pad to move the Game Cursor among the optic 
1, press the SELECT button on your Contro lr 
s to begin a game at Level 1. 
option lets you continue your g 
playing when you los 
back to level 1, you 
rs will be reset. If game is 
ning 


ame from the beginning of 
fe Even though ! 

560! вароп5 and 

tur ned Off VoU. wil need to start 


t this to see the current table of high scores. Press START 
Main Menu. 





ONE beet Sel 
f ROBOCOP 2. Remember that you must have two Controllers 


modes 0 
plugged into your 
2-player games, 
complete a level, 





ecting this will switch the option between 1- and 2-player 


r Nintendo Entertainment System for a 2-player game. In 
players’ turns will follow one another as they lose lives or 


MUSIC ON. By selecting this, you can turn game music on and off. 
SOUNDFX ON. By selecting this, you can turn game sound effects on and off 


If you make no selection from the Main М after a while a self-running 


demo of game play will begin. For beginners, the demo may be useful for 
getting a sense of how the game works 





THE GAME SCREEN 


The line across the top of the Game Scree 
game lg status in ROBOCOP 2 


of gives 


You should never was 

him inste nly а 

blinking and be accompanied 
rrested 


ut him ou 


ste a guy if you can 
iminal whose і 
бу a whistling 


Amount of Bad guys 


з YOU vita 


e a life 


information about 


t of action by arresting 


een (it will be 
e does can be 


at 0 
Lives re 


Time left 
to complete 
current level 





YOUR MISSION...LIKE IT OR NOT 


You wanna win? You wanna survive? Well, then, it's like this 


Thirteen ) get through be you even see the guy that wants to reduce 
you to replacement parts — В Р 2. Then another three tough levels of 
taking him on. But first, the basics 





Rule Numero Uno 


ү Nuke wherever you fint jerc 
each level. But you won't know how much there is on a level 
! ch the end of the 

' well you did, in 

er go at it — sex 


ses” on page 14. Otherwise, y be put back at the 


of the level 


MI 
а, 
w 
g for Nuke, don't forget to look out for other things, too, 
em up at every chance. St e batteries, weapons, and “Inde- 
capsules. 





This Stuffs Good for You 


When you find any of these items, scattered all arou е ti le vé 
'em (iust touching one of these objects is май to 


Battery. This boosts ROBOCOP's energy level 


Weapons. You'll find с lifferent Weapon on different levels. Each 


one gives you a /imited num 
T-Shot fires a bullet up, 
3-Way fires three bullet n a Sc 
Super destroys everyth ng i n its р ath 
Armor-piercing destroys robots with a single shot, 


Indestructible capsules. Each of thes 
nerable for a short time — he flicker: 
though a fall can still do him in. 





Collar the Creeps 


After all, you're г right? You're supposed | о make some arrests. Іп fact 
ou mus 60 p it of all the "arrestable" bad guys on level. To do 
ROBOCOP just has to make physical conte 


Again, you'll get a make 
> bad guys you сап 


guy that your 
ч arrest. Itm 
1, but it's the 


ws very short caree 


Just like with the Nuke, you won't know how many bad guys there are on a 
evel, or exactly how many you've got to arrest, until you reach the end of the 
Then you'll be told how well you did, in percentage terms. If you don't 
enough collars to your credit, you may get one more chance — see “Second 
"on page 14. Otherwise, you'll be put back at the start of the level. 





Fatal Attractions 


nber, there 


h level to maste 


P walks anto the mar 
ther, jump over the 

Ve jum 
і е ( Rumor has 
that Cain also installed some up ard-moving crushers on 
ater levels. Nit у 








to the marked floor 
1 ( ou in another 
ted other rhe ne magne 
ting where you want to go. ..t 
rial and error. To avoid a magnet jump over 
elow it 
Magnetic floor. When ROBOCOP is standing on one of these, he 
can't jump or shoot 








Reverse. When ROB( 


КККККЕ Br 
[ ; not enough just 


3 to think back 
Grabber. Think of it as 1 
^ А move 

must jump 





ouches one of these, it acts as a powerful 


sprin ig Try 





Second Chances 


wW 


your quota of Nuke or 
arrest your quota of bad guy get ano hot" al 255; where else 
but at the Shooting Range, с 5 


If you succeed at the Shooting Range, you'll be placed at the start of the next 
level. If you fail, you'll have to replay the previous level 

e, you're given a set amount of time and limited number 

to shoot a certain quota of targets 








fargets left : : 
to shoot ік S —— Time left 
Ammo Bullets in 
magazines left current magazine 








a time or bullet 
civilian, ten extra tar be added to your quota 


You'll get a secand chance only twice ( game. There are no third 
trips to the Shooting Range in any game. And selecting the CONTINUE option 
from the title screen menu does not reset the number of shots yc 
second chance at the Shooting Range 





“AND NOW FOR THE BONUS ROUND, ВОВ... 


Мапу Los include a secre 
art of each ; it 
you whether — but not where — there's a bonus challenge on that level 

30 s challenge is a sort of “mini-level,” where you can 
lestroy mor 





The entrance to these “secret passageways" are not easy to detect. 





We'll give you a hint as to the whereabouts of the entrance to the secret 
"Slimy Sewer" found on level 1. 





HINT: Toward the end of the level, you'll see a large blue pillar; right below 
the pillar are two "tiles" or squares which have a different pattern on them 
then the rest of the "tiles" or bricks in the level. Stand on one, or both of 
these tiles and press down on the 

crossbar of your controller. This will 

take you underground to a slippery, |_ 

slimy gold-mine of “Nuke.” (secret passage) 





If you're interested in more hints as to the whereabo 
levels, call us at (408) 286-7074 Ext. 298 or 297 


Other times the bonus challenge is one of 


Murphy's Memory. The goal here is to 
or gina name, reme ? in his memory { 

hes ‘ll see his face intact; then it will b 
the limited amount of time you 
0 move the pointer to any tile that's next 
then pre ther button A or B to select 








can crack Cai 
en into - 

mite ted amount of time youre ¢ 
| mbinatior 

ointer and pre either bi t 





e hidden 


ogic games 


‹ Murphy was his 


cting the in se of 
jumbled up into a 
re given, you must 


mbers 


roit out of the 
ame time. To do 
gure out the 








der of chal 


lay will indicate how ma у of the t nu bes yo 
‘words, it's a process of elimination. 








ON THE LEVEL 


Here's a rundown of all the levels of ROBOCOP 2 

But first, a basic tip for those who want to о stay ealthy. In general, the great 
outdoors — exterior scenes — are Ith. But look out for rolling 
barrels — they'll turn you into al umin уе foil ir in one big hurry. And when you hit 
the interior scenes — well, you'll be up to your eyeballs in trouble 

Level 1. The River Rouge Complex — Exterior, It's only the beginning 

Level 2. River Rouge terior. Many traps and hazards await you. Watch out 
for those Crushers 





and the Jet Platform!. 


Level 4. The Sludge Plant — Exterior. You're getting closer to Cain now. Avoid 
the falling barrels. 


Level 3. River Rouge — Interior, Part Il. More traps 


Level 5. Sludge Plant — Interior. Avoid the pink and red droplets, and beware 
of the electric whirlpools in the chemical vats! 





Level 6. Nuke HQ — Exterior. Nobody said penetrating Cain's laboratory would 
be easy. 





Level 7. Nuke НО ~ Interior. More bad guys and traps than you may think, 
Гг: 


Cain is clase by, too 


Level 8. Cain. Dodge the energy bolts he's firing. You can't hit him until he 
drops his gun 

When Cain is defeated, he'll be taken by the scientists of O.C.P. and trans 
formed into — 
You guessed it: ROBOCOP 2. A killing machine of awesome power. All you have 
to do is make your way up to the roof of the Civic Centrum to take him on. But 
0.C.P. has sect the building with zillio ecurity robots, sentries, and 





deadly traps, Who said it's lonely at the top 





Level 9. Civic Centrum, 151 Floor. Not much is known about about the 
Сепігит ѕ layout. You're on your own! 

Level 10. Civic Centrum, 2nd Floor. 

Level 11. Civic Centrum, 3rd Floor 

Level 12. Civic Centrum, 4th Floor. 














Level 13. Civic Centrum yf. The last frontier 
2. Human sentries parachute bombs are just 
obstacles you'll run into here. 


Level 14. ROBOCOP 2, Round 1 DE his massive arsena 
shoot him as many їп mes 0 car n. Atall costs, don't com 
with him! At the bi ‚ you'll see how 

both ROBOCOP and ROE COP 2 2. If you complete this 
restored — but КОНСО? 2 will regain all of his 


e last one, except that this time 
у some п ew weapons, anc һе ‘shielded from the waist up, So 
fire below his waist — any shots that hit his torso will be ected right back at 
you! 








The Final Challenge. Now ROBOCOP 2 is using all the weapons at his command 
and he's shielded from the waist down, so you must shoot at his chest and 
head. Blow him away! 








TIPS 
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Agu 
pery surfaces. Watch o 


slip 


netimes you 


n those patterns 


ore — especially the un 


BVEIS. 


most Nuke 
shing fire hydrant and tl 








Avail 
sustain damage or die im 
while squatting on top of these barrels. You can 
by keeping ROBOCOP standing upright and getti 


you 


d hanging around on 


сап. 


І have a ch 





est - -C 


50 уои can ma 


likely spots. There are 


oice of two routes to ta 


е slimy sewers usual 
It! 


energy-robbing barre 
mediately from ricach 


.earn where the 
the Nuke 


1 everything 
ome on, and where 


jattern 
ngly 


Donus screens on most 
ke. Learn which one yields 


y make for some very 


Is. ROBOCOP is likely to 
et bullets or rolling objects 
minimize or avoid damage 





g off the barrel as soon as 





COMPLIANCE WITH FCC REGULA TIONS 


This equipment gene uses radio fre 

, that is, in stric ( е with the - 

nce to radio and television reception. ype and i found to 
with the limits for sB computing device іп а ( 2 wit > specifications in 
Subpart J of Part 15 of FCC А Я able protection 
against such interference in a residential installation. F Howi ver, there is no guarantee that 

erference will not occur іп a particular installation, If this equipment do у 

ance to radio аг television reception, which сап be determined by turnin g the 
equipment off and on, the 5 encouraged to try ect the interference by one or 
more of the following m 

— Reorient the г 


cate the NES with resp 


are on different 


ssary, the user should cansult the dealer or an experienced radio/lele n technician 
for addit onal Pel заб The user may find the following booklet prepared by the Federal 


How to Identify and В 150 ме е Radio-TV nterference Problems 
This booklet is ble from the U.S. Government Printing Office, Washington D.C 
20402, Stock No. 004-000-00345 
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